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Morgrave Sage Says Karrn the Conqueror Employed Necromancy 


SHARN—In the final days of his regime, Karrn the Conqueror employed necromantic magic to trap the souls of 
suspected conspirators against his rule, according to controversial research from Adele Corsinian, a Morgrave 
University historian specializing in Karrn’s era. 


A critical reevaluation of period documents suggests that the conspirators executed in the “purge of Shekesaal” 
in the last year of Karrn’s reign remained animate after their execution. The bodies were beheaded before their 
bodies were burned, and Corsinian contends that the heads were kept alive with necromancy so that Karrn 
could maintain contact of sorts with the conspirators. 


“It’s important to consider Karrn’s mindset at the time,” Corsinian said at a symposium on Wir. “He could see his 
empire fraying at the edges already, and he’d seen proof that some of his closest advisors—his most trusted 
inner circle—were conspiring against him. He did what he had to do, but then he secretly kept them alive.” 


The exact nature of the necromantic magic is lost to time, Corsinian said, but would likely have ensured the 
conspirators’ loyalty as well as restoring a semblance of life. 


Conventional histories of the era record the executions of twelve conspirators. “But the executions were 
beheadings, and they weren't public. That makes the purge of Shekesaal unprecedented in at least two aspects. 
Why didn’t General Shekesaal and his alleged co-conspirators get the gory public executions that every other 
traitor received?” said Corsinian. 


Corsinian further notes that among Karrn’s funerary gifts, twelve lacquered boxes are listed. “Amid all these 
artistic treasures and powerful receptacles of magic, why list twelve boxes? | contend it’s because they held the 
necromantic remains of Shekesaal and the other conspirators, and that Karrn intended to be buried with them.” 


Few of Karrn’s funerary gifts were actually buried with him because relatives descended on his palace shortly 
after the Conqueror’s death, stripping it nearly bare, Corsinian said. The lacquered boxes were undoubtedly 
taken by one or more of those relatives, then lost in the chaos following the fall of Karrn’s empire, he said. 


Corsinian’s declarations at the symposium did not go uncontested. Ghaul ir Jurchek, master historian at Korth’s 
Shrine of the Conqueror, said the necromantic survival of the Shekesaal conspirators was “a fairy tale that isn’t 
true just because it isn’t directly contradicted by anything in the historical record.” 


While Karrn the Conquerer employed talented magicians of all sorts and had no particular dislike for 
necromancy, that doesn’t mean he kept the heads of condemned criminals alive after death, ir Jurchek said. 
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A more interesting historical question, ir Jurchek said, is whether all twelve of the conspirators were guilty of 
treason. Many believe that General Shekesaal’s interest in continuity of rule was tragically misinterpreted by 
court gossips, irJurchek said. Two of the executed warlords, Kau and Hujiri, were far from the capital at the time 
and evinced no interest in court politics. And trial records shed little light on what role Yahina the concubine and 
Vlohr the alchemist played in the conspiracy, if any. 


“Historians like myself and Corsinian have been going back and forth over the purge of Shekesaal for centuries, 
and we'll still be arguing in centuries to come,” ir Jurchek said. “As much as I'd like to ask Shekesaal’s animated 
head whether he was really guilty or not, real-world history doesn’t work that way.” 


About the Author 


David Noonan is a designer/developer for Wizards of the Coast. Before coming to Wizards, he was a daily 
newspaper reporter in Washington state. Apparently the city hall beat is good practice for an Eberron campaign. 


©1995-2007 Wizards of the Coast, Inc., a subsidiary of Hasbro, Inc. All Rights Reserved. 


Based on the original Dungeons & Dragons® game by E. Gary Gygax and Dave Arneson and on the new 
edition of the Dungeons & Dragons game designed by Jonathan Tweet, Monte Cook, Skip Williams, Richard 
Baker, and Peter Adkison. D&D, Dungeons & Dragons, and Forgotten Realms are registered trademarks 
owned by Wizards of the Coast, Inc. All Wizards characters, character names, and the distinctive likenesses 
thereof are trademarks owned by Wizards of the Coast, Inc. This material is protected under the laws of the 
United States of America. Any reproduction of or unauthorized use of the material or artwork contained herein 
is prohibited without the express written permission of Wizards of the Coast, Inc. This product is a work of 
fiction. Any similarity to actual people, organizations, places, or events is purely coincidental. This Wizards of 
the Coast game product contains no Open Game Content. No portion of this work may be reproduced in any 
form without written permission. To learn more about the Open Gaming License and the d20 System License, 
please visit www.wizards.com/d20. ©2001-2006 Wizards of the Coast, Inc. All rights reserved. Made in the 
U.S.A. 


Visit our website at www.wizards.com/dnd 


